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GNU free documentation license 



Version 1.1, March 2000 

Copyright (C) 2000 Free Software Foundation, Inc. 59 Temple Place, Suite 330, Boston, MA 02111-1307 USA. Everyone 
is permitted lo copy and distribute verbatim copies of this license document, but changing it is not allowed. 

0. PREAMBLE 

The purpose of this License is to make a manual, textbook, or other written document "free" in the sense of freedom: to 
assure everyone the effective freedom to copy and redistribute it, with or without modifying it, either commercially or 
noncommercially. Secondarily this License preserves for the author and publisher a way lo get credit for their work, while 



not being considered 



for modifications made by others. 



This License is a kind of "copyleft" which means that derivative works of the document must themselves be free in the 
same sense. It complements the GNU General Public License, which is a copyleft license designed for free software. 



We have designed this License in order to use it for manuals for free software, because free software needs free 
documentation: a free program should come with manuals providing the same freedoms that the software does. But this 
License is not limited to software manuals; it can be used for any textual work, regardless of subject matter or whether it is 
published as a printed book. We recommend this License principally for works wfiose purpose is instruction or reference. 

1.APPLIGABILITY AND DEFINITIONS 

This License applies to any manual or other work that contains a notice placed by the copyright holder saying it can be 
distributed under the terms of this License. The "Document", below, refers to any such manual or work. Any member of 
the public is a licensee, and is addressed as "you". 

A "Modified Version" of the Document means any work containing the Document or a portion of it, either copied verbatim, 
or with modifications and/or translated into another language. 

A "Secondary Section" is a named appendix or a front-matter section of the Document that deals exclusively with the 
relationship of the publishers or authors of the Document to the Document's overall subject (or to related matters) and 
contains nothing that could fall directly within that overall subject. .(For example, if the Document is in part a textbook of 
mathematics, a Secondary Section may not explain any mathematics.) The relationship could be a matter of historical 
connection with the subject or with related matters, or of legal, commercial, philosophical, ethical or political position 
regarding them. 

The "Invariant Sections" are certain Secondary Sections whose titles are designated, as being those of Invariant Sections, 
in the notice that says that the Document is released under this License. 

The "Cover Texts" are certain short passages of text that are listed, as Front-Cover Texts or Back-Cover Texts, in the 
notice that says that the Document is released under this License. 

A "Transparent" copy of the Document means a machine-readable copy, represented in a format whose specification is 
available to the general public, whose contents can be viewed and edited directly and straightforwardly with generic text 
editors or (for images composed of pixels) generic paint programs or (for drawings) some widely available drawing editor, 
and that is suitable for input to text formatters or for automatic translation to a variety of formats suitable for input to text 
formatters. A copy made in an otherwise Transparent file format whose markup has been designed to thwart or discourage 
subsequent modification by readers is not Transparent. A copy that is not "Transparent" is called "Opaque". 

Examples of suitable formats for Transparent copies include plain ASCII without markup, Texinfo input format, LaTeX input 
format, SGML or XML using a publicly available DTD, and standard-conforming simple HTML designed for human 
modification. Opaque formats include PostScript PDF, proprietary formats that can be read and edited only by proprietary 
word processors, SGML or XML for which the DTD and/or processing tools are not generally available, and the machine- 
generated HTML produced by some word processors for output purposes only. 

The "Title Page" means, for a printed book, the title page itself, plus such following pages as are needed to hold, legibly, 
the material this License requires to appear in the title page. For works in formats which do not have any title page as 
such, "Title Page" means the text near the most prominent appearance of the work's title, preceding the beginning of the 
body of the text. 

2. VERBATIM COPYING 

You may copy and distribute the Document in any medium, either commercially or noncommercially provided that this 
License, the copyright notices, and the license notice saying this License applies to the Document are reproduced in all 
copies, and that you add no other conditions whatsoever to those of this License. You may not use technical measures to 
obstruct or control the reading or further copying of the copies you make or distribute. However, you may accept 
compensation in exchange for copies. If you distribute a large enough number of copies you must also follow the 
conditions in section 3. 

You may also lend copies, under the same conditions stated above, and you may publicly display copies. 

3. COPYING IN OUANTITY 

If you publish printed copies of the Document numbering more than 100, and the Document's license notice requires Cover 
Texts, you must enclose the copies in covers that carry clearly and legibly, all these Cover Texts: Front-Cover Texts on the 
front cover, and Back-Cover Texts on the back cover. Both covers must also clearly and legibly identify you as the 
publisher of these copies. The front cover must present the full title with all words of the title equally prominent and visible. 
You may add other material on the covers in addition. Copying with changes limited to the covers, as long as they preserve 
the title of the Document and satisfy these conditions, can be treated as verbatim copying in other respects. 

If the required texts for either cover are too voluminous to fit legibly, you should put the first ones listed (as many as fit 
reasonably) on the actual cover, and continue the rest onto adjacent pages. 

If you publish or distribute Opaque copies of the Document numbering more than 100, you must either include a machine- 
readable Transparent copy along with each Opaque copy or state in or with each Opaque copy a publicly-accessible 
computer-network location containing a complete Transparent copy of the Document, free of added material, which the 
general network-using public has access to download anonymously at no charge using public-standard network protocols. 
It you use the latter option, you must take reasonably prudent steps, when you begin distribution of Opaque copies in 
quantity, to ensure that this Transparent copy will remain thus accessible at the stated location until at least one year after 
the last time you distribute an Opaque copy (directly or through your agents or retailers) of that edition to the public. 

It is requested, but not required, that you contact the authors of the Document well before redistributing any large number 
of copies, to give them a chance to provide you with an updated version of the Document. 

4. MODIFICATIONS 

You may copy and distribute a Modified Version of the Document under the conditions of sections 2 and 3 above, provided 
that you release the Modified Version under precisely this License, with the Modified Version filling the role of the 
Document, thus licensing distribution and modification of the Modified Version to whoever possesses a copy of it. In 
addition, you must do these things in the Modified Version: 

A. Use in the Title Page (and on the covers, if any) a title distinct from that of the Document, and from those of previous 

versions (which snould, if there were any, be listed in the History section of the Document). You may use the same 
title as a previous version if the original publisher of that version gives permission. 

B. List on the Title Page, as authors, one or more persons or entities responsible for authorship of the modifications in the 

Modified Version, together with at least five of the principal authors of the Document (all of its principal authors, if it 
has less than five). 

C. State on the Title page the name of the publisher of the Modified Version, as the publisher. 

D. Preserve all the copyright notices of the Document. 

E. Add an appropriate copyright notice for your modifications adjacent to the other copyright notices. 

F. Include, immediately atter The copyright notices, a license notice giving the public permission to use the Modified Version 

under the terms of this License, in ihe form shown in the Addendum below. 

G. Preserve in that license notice the full lists of Invariant Sections and required Cover Texts given in the Document's 

license notice 
H. Include an unaltered copy of this License. 
I. Preserve the section entitled "History", and its title, and add to it an item stating at least the title, year new authors, and 

publisher of the Modified Version as given on the Title Page. If there is no section entitled "Histor/' in the Document, 



create one stating the title, year, authors, and publisher of the Document as given on its Title Page, then add an item 

describing the Modified Version as stated in the previous sentence. 
J. Preserve the network location, if any, given in the Document for public access to a Transparent copy. of the Document, 

and likewise the network locations given in the Document for previous versions it was based on. These may be 

placed in the "History" section.You may omit a network location for a work that was published at least four years 

before the Document itself, or if the onginal publisher of the version it refers to gives permission. 
K. In any section entitled "Acknowledgemenis" or "Dedications", preserve the section's title, and preserve in the section all 

the substance and tone of each of the contributor acknowledgements and/or dedications given therein. 
L Preserve all the Invariant Sections of the Document, unaltered in their text and in their titles. Section numbers or the 

equivalent are not considered part of the section titles. 
M. Delete any section entitled "Endorsements". Such a section may not be included in the Modified Version. 
N. Do not retitle any existing section as "Endorsements" or to conflict in title with any Invariant Section. 

If the Modified Version includes new front-matter sections or appendices that qualify as Secondary Sections and contain no 
material copied from the Document, you may at your option designate some or all of these sections as invariant. To do 
this, add their titles to the list of Invariant Sections in the Modified Version's license notice. These titles must be distinct 
from any other section titles. 

You may add a section entitled "Endorsements", provided it contains nothing but endorsements of your Modified Version by 
various parties-tor example, statements of peer review or that the text has oeen approved by an organization as the 
authoritative definition of a standard. 

You may add a passage of up to five words as a Front-Cover Text, and a passage of up to 25 words as a Back-Cover Text, 
to the end of the list of Cover Texts in the Modified Version. Only one passage of Front-Cover Text and one of Back-Cover 
Text may be added by (or through arrangements made by) any one entity. If ihe Document already includes a cover text 
for the same cover, previously added by you or by arrangement made by the same entity you are acting on behalf of, you 
may not add another; but you may replace the old one, on explicit permission from the previous publisher that added the 
old one. 

The author(s) and publisher(s) of the Document do not by this License give permission to use their names for publicity for 
or to assert or imply endorsement of any Modified Version. 

5. COMBINING DOCUMENTS 

You may combine the Document with other documents released under this License, under the terms defined in section 4 
above for modified versions, provided that you include in the combination all of the Invariant Sections of all of the original 
documents, unmodified, and list them all as Invariant Sections of your combined work in its license notice. 

The combined work need only contain one copy of this License, and multiple identical Invariant Sections may be replaced 
with a single copy. If there are multiple Invariant Sections with the same name but different contents, make the title of 
each such section unique by adding at the end of it, in parentheses, the name of the original author or publisher of that 
section if known, or else a unique number. Make the same adjustment to the section titles in the list of Invariant Sections in 
the license notice of the combined work. 

In the combination, you must combine any sections entitled "History" in the various original documents, forming one 
section entitled "History"; likewise combine any sections entitled "Acknowledgements", and any sections entitled 
"Dedications". You must delete all sections entitled "Endorsements." 

6. COLLECTIONS OF DOCUMENTS 

You may make a collection consisting of the Document and other documents released under this License, and replace the 
individual copies of this License in the various documents with a single copy that is included in the collection, provided that 
you follow the rules of this License for verbatim copying of each of tfie documents in all other respects. 

You may extract a single document from such a collection, and distribute it individually under this License, provided you 
insert a copy of this License into the extracted document, and follow this License in all other respects regarding verbatim 
copying of that document. 

7. AGGREGATION WITH INDEPENDENT WORKS 

A compilation of the Document or its derivatives with other separate and independent documents or works, in or on a 
volume of a storage or distribution medium, does not as a whole count as a Modified Version of the Document, provided no 
compilation copynght is claimed for the compilation. Such a compilation is called an "aggregate", and this License does 
not apply to the ottier self-contained works thus compiled with the Document, on account of iheir being thus compiled, if 
they are not themselves derivative works of the Document. 

If the Cover Text requirement of section 3 is applicable to these copies of the Document, then if the Document is less than 
one quarter of the entire aggregate, the Document's Cover Texts may be placed on covers that surround only the 
Document within the aggregate. Otherwise they must appear on covers around the whole aggregate. 

8. TRANSLATION 

Translation is considered a kind of modification, so you may distribute translations of the Document under the terms of 
section 4. Replacing Invariant Sections with translations requires special permission from their copyright holders, but you 
may include translations of some or all Invariant Sections in addition to the original versions of these mvariant Sections. 
You may include a translation of this License provided that you also include the original English version of this License. In 
case of a disagreement between the translation and the original English version of ihis License, the original English 
version will prevail. 

9. TERMINATION 

You may not copy, modify, sublicense, or distribute the Document except as expressly provided for under this License. Any 
other attempt to copy, modify, sublicense or distribute the Document is void, and will automatically terminate your rights 
under this License. However, parties who have received copies, or rights, from you under this License will not have their 
licenses terminated so long as such parties remain in full compliance. 

10. FUTURE REVISIONS OF THIS LICENSE 

The Free Software Foundation may publish new, revised versions of the GNU Free Documentation License from time to 
time. Such new versions will be similar in spirit to the present version, but may differ in detail to address new problems or 
concerns. See http://www.gnu.org/copyleft/. 

Each version of the License is given a distinguishing version number. If the Document specifies that a particular numbered 
version of this License "or any Fater version" applies to it, you have the option of following the terms and conditions either 
of that specified version or of any later version that has been published (not as a draft) by the Free Software Foundation. 
If the Document does not specify a version number of this License, you may choose any version ever published (not 
as a draft) by the Free Software Foundation. 

ADDENDUM: How to use this License for your documents 

To use this License in a document you have written, include a copy of the License in the document and put the following 
copyright and license notices just after the title page: 

Copyright [c] YEAR YOUR NAME. Permission is granted to copy, distribute and/or modify this document under the terms 
of the GNU Free Documentation License, Version T.I or any later version published by the Free Software Foundation; with 
the Invariant Sections being LIST THEIR TITLES, with the Front-Cover Texts being LIST and with the Back-Cover Texts 
being LIST A copy of the license is included in the section entitled "GNU Free Documentation License". 

If you have no Invariant Sections, write "with no Invariant Sections" instead of saying which ones are invariant. If you have 
no Front-Cover Texts, write "no Front-Cover Texts" instead of "Front-Cover Texts being LIST"; likewise for Back-Cover 
Texts. 

If your document contains nontrivial examples of program code, we recommend releasing these examples in parallel under 
your choice of free software license, such as the GNU General Public License, to permit their use in free software. 
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introduction 




Learning to play the piano or l<eyboard is fun. At eacii lesson, your 
teaciier will give you some songs for you to learn at home. If you want to get 
really good, you need to play these songs every day. 

At first, you might not play the pieces well. But as you play the songs 
some more, you'll find that you get better and better as you play them. After a 
while you will play your pieces very well. Soon, you may play these songs not 
only for your teacher, but also for your parents and for your friends and relatives. 

In the future, you may play in a band. People may hear your music on 
the radio, or see your video on televison! You might become a concert pianist 
who plays very hard music in front of many people. Think about how excited 
you'll be when everyone stands up and cheers for you when you finish playing! 
You could play the organ or piano at a church or temple. Perhaps you will 
become a teacher! 

Even if you never do any of those things, you can still have fun playing 
your favorite songs anytime you want. You can play for yourself or maybe for 
a few friends, too. 

Many musicians know how to read a secret code. This code tells them 
all about the musical sounds they should play. This code is really easy and 
fun to learn, but only if you take some time every day to practice using it, so 
let's get started! 

James Legrand King III (Lee) 
Introduction for teachiers: 

This method book is designed to provide a solid approach to piano study and music reading, using a "landmark" 
system of note-reading. It is unique in using the paradigm of music as a "secret code" throughout the book. 

Please inform the author/editor at jlking3@hotpop.com with your comments, criticisms, suggestions, and praise. It 
is important for the editor to know what works and does not work well and how the students respond, both good and 
bad. Every single comment and suggestion is cherished and considered. If you obtained this book free, and would 
like to support further development in this method series, contact the editor at the email address given above. 

Book 1 is designed not only as the beginning of the Learning The Code series, but can also be used as a primer 
before beginning with any method book that has little or no pre-reading exercises. It may also be used as supplemental 
study material for students using other method books before they begin note reading on the staff. 

This book is released under the GNU free documentation license. Under the license, you may submit material to the 
editor for inclusion in later editions, or you may use the material to create your own method, provided it is also 
released under the GNU free documentation license. 
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have a seat ! 





There are many types of keyboards. There are pianos, 
synthesizers, organs, and portable keyboards, not to mention 
harpsichords, clavinets, celestas, and clavichords. 
Regardless of the keyboard you use, you must sit properly if 
you want to play it well. 

Sit up straight, with your feet flat on the ground. If your feet 
do not touch the ground, then put a small stool on the floor 
(or even some books) and place your feet there. 

Your elbows should be just a little higher than the keyboard. 
Adjust the piano bench or the keyboard stand until you are 
sitting at the correct height, or place books on your bench 
and sit on them. 



When you play any type of keyboard, you should keep your hand relaxed and your 
fingers curved.Wrap your fingers around a tennis ball to see how curved your fingers 
should be. Play with your fingertips. Don't let your wrists fall down on the front of the 
keyboard. 

Many people sit too close to the piano. Be sure that your knees are just underneath 
the keyboard. If you have to twist your wrists to play, you're sitting too close. 

Some people play keyboards while standing up. If you do this, be sure that you 
adjust the height of your keyboard stand so that your forearms are level with the 
keyboard. Don't stand too close to the keyboard when you play. 

Some keyboard instruments, like some synthesizers with guitar straps, and accordians, 
are meant to be played standing up. Even with these keyboards, curved, relaxed 
fingers are important. 



How long should I practice? 



It's not really how long you practice (although that helps) but it's what you do when you practice. At first, try 
to play each of your assigned pieces correctly at least 5 times every day. If you practice every day, you'll get 
better much faster. Your teacher will help you learn the best way to practice. 
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coding the fingers 

Sometimes you have to use a certain finger to play a certain key when you play the 
piano. Pianists and keyboardists use a number code for their fingers so they know 
exactly which finger to use. The thumb of the left hand is called finger number 1 , and 
the thumb of the right hand is also called finger number 1 . 





There are several ways to help you learn and remember how your fingers are 
numbered: 

1) Place your hands together as if you are praying. Tap fingers 1 together, then 
fingers 2 together. While you do this, say the finger number out loud. 

2) Trace an outline of your hands on a sheet of paper and number the fingers. 

3) Place your hands on a table. Have someone say a finger number, then tap that 
finger number on the table. Later, the person calling out the numbers can also say 
whether to tap the right or the left hand. 

4) No matter what, your thumb is finger 1 . Always. 



Do you know right from left? 



The easiest way to figure out which hand is which (if you still have trouble with right and left) is to hold out 
your hands in front of you, making sure you're looking at the backs of your hands. Fingers 1 and 2 on one 
hand will make a capital "L". That hand is your left hand. 
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the keyboard 41 

All keyboards have white and black keys. The black keys are found in groups of two 
and three. Sometimes there is an "orphan" black key on one side of the keyboard. 






Low 




IMPORTANT! In the secret code of music, 
high and low do not mean loud and soft! 




High 



Playing groups of 2 black keys 



etc. 



iiiiiiiiiiiiiiiiiiiiiMiiirimiii 



±± 



Use the right hand fingers 3 and 2. Play groups of two black keys, 
starting from the highest group. Say "play down" as you play each key 
and move down to the next group of two black keys. Keep playing until 
you get to the lowest group of two black keys. 

Playing groups of 3 black keys 

etc. 



2 3 



irMTrmirmi 

I I TTT I M n I I I M I TTT I I 



ililllliliiilllll 






Use the left hand fingers 4, 3 and 2. Play groups of three black keys, 
starting from the lowest group. Say "play-ing up" as you play each key 
and move up to the next group of three black keys. Keep playing until 
you get to the highest group of three black keys. 



Experiment with playing up and down the groups of black keys.You might even try 
making up a song using just the black keys! 



8 
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kee|}the beat ! •» 

Music follows a steady pulse, just like your heart does. Some sounds last just a short 
time and other sounds last longer. Mixing these short and long sounds together 
creates rhythm. The steady pulse is sometimes called the beat. 

Clap a steady pulse with your teacher. Then, while you're clapping, say "ONE" with 
each clap. 

Many musicians know how to read a secret code. This code tells them about the 
sounds they are supposed to play and how they are supposed to play them. The 
rhythm you just clapped with your teacher would look like this in that secret code: 



This code symbol is called a quarter note. When you are clapping once 
per pulse, click, or beat, you are clapping quarter notes. Quarter notes 
get ONE count or beat or click. The stem of the quarter note can go 
either up or down. When the stem points up, it's on the right side of the 
notehead. When the stem points down, it's on the left side: 



Draw 3 quarter notes with stems up and 3 quarter notes with stems down. 



Start with 
an oval ... 

e 



Fill it in 



Add the stem ... 
Now you're done! 
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cou nt to two ! 




Clap a steady pulse with your teacher. Then while you're clapping a steady pulse for 
a while, begin to count "ONE-TWO" and clap on "one" and hold your hands together 
on "two." The secret code looks something like this: 



O 



This code symbol is called a half note. When you are playing one note ^^ 
and holding it for two pulses, clicks, or counts, you are playing half ^^ 
notes. Half notes receive TWO counts or beats or clicks. Half notes 
last twice as long as quarter notes. 



Sometimes musicians write in the counts under notes to help get the rhythm right. 
Under the line of notes below, write down how you would count the rhythm. Write "1 " 
for every quarter note and "1 - 2" for every half note. Then clap and count the rhythm. 
Keep it slow and steady. 



-&■ 



-&■ 



-G- 



Draw 3 half notes with stems up and 3 half notes with stems down. 



Start with an oval ... 

Q 



Add the stem ... 
Now you're done! 



o 
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FunSheetr 





Draw a circle around all the 3 black key groups. 
Draw a square around all the 2 black key groups. 
Draw a triangle above the orphan black key. 






Which direction on the keyboard is up? Which direction on the keyboard is down? 
Write your answers below the arrows. 





The 

notehead.) 



of a note can go either up or down. (Hint: it's attached to the 



How would you count these rhythms? Write the counts below the notes. In class, 
clap and count the rhythm for your teacher. 



t9- 



t9- 



i9- 



-G- 



-&■ 



-G- 



-G- 
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dividing it up! 




Spacesseparatelettersintowordssotheyareeasiertoread. 

That jumble of letters above is a real sentence, but it is hard to read because there 
are no spaces. Once spaces are added to the sentence, it is easy to read: 

Spaces separate letters into words so they are easier to read. 

We separate letters with spaces into words. We separate notes with barlines into 
measures. Barlines and measures make music easier to read. A special barline 
called a double barline is used to mark the end of a song. 



n n n n n [ ^ n [ ^ 

double 
barline barline barline barline 

r r r r If r r r If r r r If r r r " 

Divide these lines of notes into measures by adding barlines. Put 4 quarter notes in 
each measure. Draw a double barline at the end. (They're easy to draw: one thin 
line, then one thick line.) 

J J J J J J J J J J J J J J J J 
J J J J J J J J J J J J J J J J 
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crickets 





To play this song, you'll use fingers 2 and 3 of your right hand 
on a two black key group. Answer the questions below: 

1 . How would you count out the rhythm? Clap and count it. 

2. Read the words of the song. Do you think this piece should 
be played high or low on the keyboard? 

Use the achievement chart below to chart your progress! 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


correct 
hand 


correct 

hand 

position 


Level 2+ 
correct 
fingers 


Level 3+ 
correct 
rhythm 


everything 
correct 
3 times 


3 times 
in a row 
correctly 



Hi 

^ O Vf wl ymf 



I 



\l/. 



JJJJ 



Hear the crick - ets 



2 3 2 3 

jJjJ 



as the sky gets 



chirp 



ing, 



dark 



er. 
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FunSheet m 




Divide tiiis line of music into 4 equal measures. Draw a double bar at the end. 



Divide this line of music into measures by adding bar lines after every 2 half notes. 
Add a double bar at the end. 



19 6> 6> 6> 6> 6> (9 (9 



Can you divide these examples into measures? Put four beats in each measure. 
Draw a double bar at the end of each line. 



o & 



o & 



t9 (9 



19- 



19- 
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lullaby 





To play this song, you'll use fingers 2 and 3 of your left hand on 
a two black key group. Answer the questions below: 

1 . How would you count out the rhythm? Clap and count it. 

2. Read the lyrics. (That's a secret code word for the words of 
the song.) Should this piece be played high or low on the 
keyboard? 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


correct 
hand 


correct 

hand 

position 


Level 2+ 
correct 
fingers 


Level 3+ 
correct 
rhythm 


everything 
correct 
3 times 


3 times 
in a row 
correctly 



1 



3 2 



iTl 




2 

p 

leep, 


3 

p 

sleep, 


223 

r r p 

ba - by sleep 



223 

rr 



Close your eyes; 



323 

rrr 



don't you peep. 
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at the zi 



• 10 



ii m 



To play this song, you'll use fingers 2, 3 and 4 of your left hand 
on a group of three black keys. Answer the questions below: 

1 . How would you count out the rhythm? 

2. Read the lyrics. Should this piece be played high or low on 
the keyboard? 



m 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


correct 
hand 


correct 

hand 

position 


Level 2+ 
correct 
fingers 


Level 3+ 
correct 
rhythm 


everything 
correct 
3 times 


3 times 
in a row 
correctly 



m 

4 3 2 



3 2 



\\f 



4323 432 

rrrrirrr 



There's a 



3 



"Roar!" 



3 



Wow, 



on 



2 3 

rr 



look - ing proud! 



he 



is loud! 
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count carefully 



Use your right hand for this piece. Answer the questions below: 

1 . What fingers are you going to use? 

2. Are the rhythms in the first line and second line the same or 
are the rhythms different? 



I 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


correct 
hand 


correct 

hand 

position 


Level 2+ 
correct 
fingers 


Level 3+ 
correct 
rhythm 


everything 
correct 
3 times 


3 times 
in a row 
correctly 







3343 234 

JJJJIJJJ 



Count this rhy - thm 



Jjjj 



then you'll play it 



care - ful 



3 3 2 3 43 



ly, 




eas 



ly! 
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FunSheet m 




To make it through this maze, answer a question, then follow the directions for your 
answer. If you answer all the questions correctly, you'll make it to the finish! 



Start Here! 



If this is a quarter 
note, move right two 
spaces. If this 
note gets two 
beats, then 
move down ^ 
three spaces. 


Nope! 

go back 
and try 
againl 


Nope! 

go back 
and try 
againl 


What do you call the 
line that separates 
measures? If you say 
it's a bar line, go right 
two spaces, but if you 
think it's a half note, 
go left two spaces. 


Nope! 

go back 
and try 
againl 


Correct! 

Move down 
4 spaces! 


If this is a left hand, 
then move right 
three spaces. If 
this is a right hand, 
move 
\ 1/ right five 
\ / spaces. 


Nope! 

go back 
and try 
againl 


Nope! 

go back 
and try 
againl 


Nope! 

go back 
and try 
againl 


If you count this 
1-2-1-1, then go down 
four spaces. If you 
count this 1-1-1-2, 
then go left 2 spaces. 


Correct! 

Move down 
1 space! 


Nope! 

go back 
and try 
againl 


Is the arrow pointing 

to finger 1? If so, 

then move down 2 

1 spaces. If 

''' not, then 

\\ 1 go down 

\lh/ 3 spaces. 


Correct! 

Move left by the 
number of beats a 
quarter note gets! 


Correct! 

Move up by the 

number of beats a 

half note gets! 


If you think the 
thumb is finger 1, 
go left one space, 
otherwise go up 
two spaces. 


Take a break and 

move left one 

space for another 

question! 


Correct! 

Move right 
1 space! 


What is this 
symbol? If you think 
it's a bar line, go up 
2 spaces. If you 
think it's a double 
bar line, go right 
4 spaces. 


Nope! 

go back 
and try 
againl 


If this note 
gets one beat, 

J move down one 
space. If this 
note gets two 

beats, move down 

two spaces. 


Take a break and 

move up two 

spaces for 

another question! 


Correct! 

Move left 
2 spaces! 


Nope! 

go back 
and try 
againl 


Nope! 

go back 
and try 
againl 


\\ 1 If this is a 
X ^ ' / left hand, 
/ move up 
2 spaces. 
If this is a right 
hand, then move 
up 4 spaces. 


Correct! 

Move left 
1 space! 


Correct! 

Move up 
1 space! 


Is the arrow pointing 
to finger 4? If so, 
move left 1 space. 
1 If not, 
t^ \ / move left 


Correct! 

Move up 
4 spaces! 


Correct! 

Move right 
1 space! 


There are more 
white keys than 
black keys. If this is 
true, go left 2 
spaces. If this is 
false, go up 2 
spaces. 


Nope! 

go back 
and try 
againl 


Correct! 

Move right 
1 space! 


Congratulations! 
You made it! 
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the p and / of it 



The first piano liad a funny name. It was called the "soft-loud." A musician could play 
the piano softly by playing the keys very gently or loudly by playing the keys very 
hard. Other keyboards made at that time, like the pipe organ and the harpsichord, 
could not do that. 

In music, special code symbols are used to tell you how loud or soft you should play. 
(The secret code word for that is dynamics.) 




This is the code symbol for soft. The Italian word for soft is 
piano, (pronounced pee-AH-no) The symbol is the first letter of 
the word piano. Go back to page 8, "The Keyboard," and play 
through all the black key exercises again, this time playing as 
softly as possible. Be sure that the notes you play actually sound 
— it is easy to just press the key down and have no sound 
come out. 



This is the code symbol for loud. The Italian word for loud is 
forte, (pronounced "FOUR-tay.") The symbol is the first letter of 
the word forte. Go back to page 8, 'The Keyboard," and play 
through all the black key exercises again, this time playing as 
loudly as possible. Be sure to keep control as you play — it is 
easy to just "bang" on the keys, but that can hurt the keyboard. 

Trace the symbols in the boxes, then draw 3 forte symbols and ^ 
3 piano symbols below. 




Since the piano was first built by Bartolomeo Cristofore, an Italian, he used the Italian 
words "piano-forte" to name the instrument. Later it was shortened to "piano." 
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old mac 



j^ 



• • 



nald 



« 



Check the keyboard for the correct hand position. In this song, 
notes above the line are to be played with the right hand, and 
notes below the line are to be played with the left hand. Follow 
the dynamics. Make up some new verses with different 
instruments. 




Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


correct 

hand 

position 


Level In- 
correct 
rhythm 


Level 2+ 

correct 

notes 


Level 3+ 

correct 

dynamics 


3 times 
correctly 


3 times 
in a row 
correctly 



3 2 



m 

2 3 4 



3 2 2 3 4 



2 2 2 
Right Hand J J J 3 223 


4433 2 

• J J J J 3 


f f P 
Left Hand P \ \ 


f P\ 



Old Mac - Don - aid wrote a song, 



2 2 2 



E I E I O! 



4433 



Right Hand 



Left Hand 



in this song he played a flute, 



E I E I O! 



And 



J J J 3 223 


J J J J J 3 


I* f f p 

P) \ \ 


/ r 



He'd 



Right Hand 
Left Hand 



2 2 2 2 2 2 

J J J 3 d J a 


2 2 2 2 2 2 

J3J3 d m m m 


m 


f f 



toot toot here and toot toot there! 



Here and there and ev - Yy -where !(Toot!) 



2 2 2 

J J J 3 223 


44332 2 

^ ^ d d J J 


^ f f P 
P \ \ 


/ 



Right Hand 



Old Mac - Don - aid wrote a song, E I E I O! (Toot!) 
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sound off! m 




Checl< the l<eyboard for the correct hand position. In this song, 
notes above the line are to be played with the right hand, and 
notes below the line are to be played with the left hand. Follow 
the dynamics carefully. 



Ill 

3 2 2 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


correct 

hand 

position 


Level In- 
correct 
rhythm 


Level 2+ 
correct 
notes 


Level 3+ 

correct 

dynamics 


3 times 
correctly 


3 times 
in a row 
correctly 



nil 

2 3 4 



3 2 284 



4 2 2 2^ 

Right Hand J 2 a 

d <=> d d 


^2 2 2 "^ 

J J 2 3 J J J 


Left Hand P [ f 


/ r r 



Prac - tice key - board ev' - ry day! 



(Prac - tice key - board ev' - ry day!) 



Right Hand J 



2 3 



2 3 2 

11. 



Left Hand p 

You'll get ve - ry 



r 



good that way! 



2 3 2 



^ J ^ 3 I J J 



/ 



r 



(You'll get ve - ry good that way!) 



Right Hand 



Left Hand P 

Sound 



2 



2 

i 



off! 



/ 

(Sound 



off!) 



2 

j2. 



P 



Let's 



2 

j2. 



r f r 



go! 



(Let's go!) 



2 2 2 
Right Hand p 2 


4 

3 ^ 


2 2 


2 2 
3 J J 1 


Left Hand P ^ f f T 







r ' 



Keep it stea - dy, fin - gers 



curved and 



sit tall! 



That is all! 
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the staff *iffli 



The secret code of music is written on set of 5 lines called a staff: 




Notes can be written on tine lines or in the spaces between the lines. We number the 
lines and spaces from the bottom to the top, from lowest to highest: 



o- 



-G- 



Line 1 



Line 2 Line 3 Line 4 Line 5 Space 1 Space 2 Space 3 Space 4 



On which lines or spac 
space 1 , L2 for line 2, c 


;es are the following notes written? Use L1 for line 1 , S1 for 
ind so on. 

^^ 1 




p 




^^ 






^^ 


^^ 














'^ 


P 




Lx 


^^ 






f^ 














C/ 


f2 


^-\ 










(.^ 1 





On the staff below, draw half notes on lines or spaces. Don't repeat a line until you've 
used all the lines and don't repeat a space until you've used all the spaces. If a note 
is on or above the third line, turn the stem down. Othenwise, turn the stem up. 



Line Space Space Line Space Line Line Space Line 
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white keys cde 



« 



The staff is important because eacii line and eacii space on tine staff stands for a 
certain white l<ey on tine l<eyboard. Tine first seven letters of the alphabet are used to 
name all the lines and spaces on the staff: A, B, C, D, E, F, and G. Those seven 
letters also name all the white keys on the keyboard. The black keys can be used to 
help you find all the white keys. 



D is the easiest key to find. It is found 
between the two black keys in the two 
black key group. Find all the D's on your 
keyboard. 





E is the next easiest key to find. It is found 
to the right of the group of two black keys. 
Find all the E's on your keyboard. 



C is found on the left side of the group of 
two black keys. One special C, called 
l\/liddle C, is the C closest to the middle 
of your keyboard or piano. Find every C 
on your keyboard. Find Middle C on your 
keyboard. 
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white keys fgab 




The next two easiest keys to find are F 
and B. F is found on the left side of the 
group of three black keys, and B is located 
on the right side of the group of three black 
keys. Find every F and B on your 
keyboard. 



The last two keys to find are G and A. 
They are the keys in the middle of the 
group of three black keys. G is between 
the first two black keys, and A is between 
the last two black keys. Find every G and 
A on your keyboard. 




Can you write in all the names of the white keys on this keyboard? 
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finding notes 




The most important part of reading the secret music code is being able to find the 
right key to play by looking at where a note is on the staff. Here's how to do it: 

The letter to the left of the staff tells you what white key to play when the note is on 
that certain line or space. Notes can then step up or down on the staff (which means 
you play thie very next whiite key on the keyboard) or repeat on the same line or 
space (which means that you play the same key). 

2 
Use your right hand and play this piece by reading the finger 

numbers. Start on the G above middle C. After you have played it 

correctly, write in the letter names under the notes. Then play it 

again, paying attention to the steps and repeated notes. 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


starting on 

the right 

note 


Level In- 
correct 
notes 


Level 2+ 
correct 
rhythm 


3 times 
correctly 


3 times 

correctly in 

a row 


5 times 

correctly in 

a row 




4 4 



4 4 4 4 



/ 



Notes step up, re 



peat and then the 



notes step down and then they end. 
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staff reading 




Practice reading from tine staff playing witii your left hand now. 

The letter to the left of the staff tells you what white key you should play when the 
note is on that line or space. Notes then step up or down on the staff or repeat on the 
same line or space. 

Use your left hand and play this example by finger numbers. 4 
Start on the F below middle C. After you have played it correctly, 
write in the letter names of the notes that you played. Then play 
it again, paying attention to the steps and repeated notes. 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


starting on 

the right 

note 


Level In- 
correct 
notes 


Level 2+ 
correct 
rhythm 


3 times 
correctly 


3 times 

correctly in 

a row 


5 times 

correctly in 

a row 




2 3 4 



4 4 4 



Notes step down, 



notes re - peat. 
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Notes step up. 



4 3 2 2 3 2 

, P \ M p 



Gee, that's neat! 
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steps and seconds 



Steps move on the staff by going from a line to tine very next space or from a space 
to tlie very next line, up or down: 



On the keyboard, steps move from one white key to the very next white key. They 
also move from one letter in the musical alphabet to the very next letter, up or down. 







1 


«p 






G 


A B 


C I 


) E 


F 


hv 


1 




1 II 


T 





The secret code word for "step" is a second. 

We use secret code words like "second" and "third" and "fourth" to let us know how 
far away notes are from each other on the keyboard and on the staff. 



These special code words are called intervals. 

Start on Middle C. Play the note a second higher. What is it? 
Start on Middle C. Play the note a second lower. What is it? _ 

Start on any E. Play the note a second higher. What is it? 

Start on any A. Play the note a second lower. What is it? 



Are these steps moving up or down? 



s: 



s: 



s: 



:zz 



:sz 
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play it again! 



There's another special code symbol that looks like a double bar line with two dots. 
It's called a repeat sign. Everything between the repeat signs is played twice. If 
there is no beginning repeat sign, then go back to the beginning and play the whole 
piece twice. 
2 

































1 










1 








^^ ^^ % 


• 


^■^ 






• 1 


n n 


a 






•^ 


•^ 1 


• <d 




-^ 


rJ 


^^ 


• 1 


O ZJ 






1 






^11 



























play this part twice 















































1 








^^ ^^ 




^^ 






• 


1 


^^ 


a 






-^ 


-^ 


eJ 




-^ 


eJ 


^ 


• 


1 


& 












L^ 1 


1 





























twice 



play the whole piece 

Play the above exercises with your right hand. On what note are you going to begin? 
With which finger? Write in the other finger numbers and letter names of the notes if 
you need to. Follow the repeat signs carefully. 

In the following three lines of music, shade in the areas that will be played twice. 
2 



2 

^ ? ? I P J I J ^ I r^ P ^ 



For extra credit, play these three lines of music correctly, including repeats. Use the 
right hand on the first two lines and the left hand for the last line. 
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rh seconds 




This song uses your right hand. Try to read the music by following the pattern of 
steps: G, step up, step down, etc. Start on the G above middle C. 

Circle the repeat sign at the end. There is no beginning repeat sign, so you'll go back 
to the beginning of the piece and play the whole song a second time. Keep the 
rhythm steady, and be sure that your fingers are curved while you play! 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


starting on 

the right 

note 


Level In- 
correct 
notes 


Level 2+ 
correct 
rhythm 


Level 3+ 

correct 

dynamics 


Level 4+ 
repeating 
correctly 


3 times 

correctly in 

a row 



2 , , , I I 

im r^^^ im G 



p 














1.See 


how 


sec - 


onds 


move 


by 


steps? 


2. Now 


we 


play 


a 


sec - 


ond 


time. 



4 



The re - peat sign means two reps. 

Keep it soft, you're do - ing fine! 
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in the whole! 




Clap a steady pulse with your teacher. While you're clapping a steady pulse, begin to 
count "ONE-TWO-THREE-FOUR" and clap on "one" and hold your hands together 
on "two-three-four." The secret code looks like this: 



-o- 



-o- 



-o- 



-o- 



This code symbol is called a whole note. When you play one note and hold 
it for four pulses, clicks, or counts, you are playing whole notes. Whole notes 
^^ receive FOUR beats or counts. Whole notes last twice as long as half notes, 
and four times as long as quarter notes. Whole notes do not have a stem. 
They can be drawn with two diagonal lines inside for decoration, or they can 
be drawn as just plain ovals. 



Try clapping and counting this exercise with half, quarter and whole notes: 



B- 



B- 



^ 



Draw 3 whole notes with the diagonal lines, then 3 whole notes without. 



Start with 
an oval ... 

(you're done now^^^ 



if you want) 



Add the two 
diagonal 
lines ... z;^ 



Fill them in 
now you're 
done! 
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FunSheetr 





Answer a question, then move according to your answer. If you answer all the 
questions correctly, you'll make it to the finish! 



START HERE 



If this note is 

^^^ on a line, go 
Q down two 
spaces. If 
this note is on a 
space, go right four 
spaces. 



Correct! 

Move right 
2 spaces! 



^ This note is 

on space 4. 

^^ If you agree, 
go down 
two spaces. If you 
disagree, go right 
three spaces. 



^^ This note is 
O on the third 
^^^ space. If 
you agree, 
go down 5 spaces. 
If you disagree, go 
down 3 spaces. 



Nope! 

go back 
and try 
again! 



Correct! 

Move down 
3 spaces! 



Correct! 

Move down 
4 spaces! 



Nope! 

go back 
and try 
again! 



Correct! 

Move down 
3 spaces! 



If these spaces are 
numbered in the 
right order, go right 
2 spaces. If not, go 
left 3 spaces. 



1> If this note is 

on space 

^^ #1, then go 

left three 

spaces. If the note is 

on space #4, go left 

two spaces. 



Nope! 

go back 
and try 
again! 



Correct! 

Move right 
1 space! 



^ - ^ If you think 
this note is 



on space 

#2, move up 
1 space. If it's on 
space #3, then 
move up 2 spaces. 



Nope! 

go back 
and try 
again! 



If this note is 

on space 

^^ #2, go down 

two spaces. 

If it's on the space 

#3, then go left one 

space. 



Correct! 

Move up 
1 space! 



Correct! 

Move left 
2 spaces! 



Nope! 

go back 
and try 
again! 



Nope! 

go back 
and try 
again! 



Correct! 

Move up 
3 spaces! 



Correct! 

Move up 
2 spaces! 



1 If note #1 _2_ 
~^~ is a 

higher 

note, go ~CT 

up 1 space. If note 
#2 is higher, go 
down 1 space. 



^^ If this note is 
Q on line #2, , 

go left four 

spaces. If 

this note is on line 

#4, go down two 

spaces. 



Correct! 

Move right 
5 spaces! 



H 

If these lines are 
numbered correctly, 
go down 1 space. If 
not, go up 3 spaces. 



^^ This note is 

on line #2. If 

O you agree, 

go left two 

spaces. If you 

disagree, go up two 

spaces. 



Correct! 

Move left 
2 spaces! 



Nope! 

go back 
and try 
again! 



Q If this note is 

on line #1, 

^Z^ then move 

up three 

spaces. If 

it's on line #5, then 
move up two 
spaces. 



What is this called? 
If it's called a note, 
go up 2 spaces, but 
if it's called a staff, 
go right 4 spaces. 



Correct! 

Move right 
1 space! 



1 Which 2 

note is 

-O- higher? 31 

If it's #1 , ZZ 

go up three 

spaces. 

If you think it's #2, 

go up two spaces. 



Nope! 

go back 
and try 
again! 



Correct! 

Move up 
2 spaces! 



You made it! 
Congratulations! 
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Ih seconds 



^^ 



m 



This song uses your left hand. Try to read the music by following a pattern: the notes 
move either up or down a second, or they repeat. You may begin on any C. 

Circle the repeat sign at the end. Since there is no beginning repeat sign, you'll go 

back to the beginning of the piece and play the whole song a second time. Follow the 

dynamic sign, and be sure 

to use curved fingers 

while playing! Use the 

progress chart to help you 

practice properly. 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


starting on 

the right 

note 


Level In- 
correct 
notes 


Level 2+ 
correct 
rhythm 


Level 3+ 

correct 

dynamics 


Level 4+ 
repeating 
correctly 


3 times 

correctly in 

a row 



5 

. ^ ^ r \ r f ^ 



1.Fin - ger five now 
2. Sec - onds play - ing 



joins 
in 



the 
the 



oth 
left 



ers, 
hand, 



4 

p r P \ ° : 



what 


a 


friend 


to 


meet! 


keep 


a 


stea - 


dy 


beat! 
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FunSheetr 





Solve the clues to figure out the words you need to find in the word search. Turn the 
page upside down if you need a list of words to help you. 

This separates notes into measures. 

keys are arranged in groups of two and three. 

Keep your fingers while playing. 

This is found at the end of a piece. 

This is the Italian word for "loud." 

This note gets two beats. 

The distance between two barlines is called a . 

This is the Italian word for "soft." 

This note gets one beat. 

The 5 lines on which music notes are written. 

Finger 1 is your . 

This note gets 4 beats. 



r 


r 


u 


d 





a 


rn 


rn rn 


q 


n 


b 


t 


e 


n 


i 




r 


a 


b 


e 


1 


b 


u 





d 


q 


e 


t 





n 


r 


e 


t 


r 


a 


u 


q 


f 


e 


f 


t 


t 


d 


i 


b 


a 


r 


1 


i 


n 


e 


i 


r 


t 


u 


h 





d 
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gee, a clef! m m 



So far, you've seen a letter at the beginning of tine staff to tell you on which key to 
begin playing. There are special code symbols (which used to be letters a long time 
ago) that help you find the first key to play. These code symbols are called clefs. 




This code symbol is a G clef. It gets that name because it 
came from the letter G. If you look carefully, you will see the 
letter G hidden inside. That G locates a certain G on the 
keyboard: the G right above middle C. When you see a 
note on the line that's marked with the G clef (it's line 2), 
you'll play the G above middle 0. The G clef is used to 
name notes above middle C, in the middle to high part of 
the piano. The word "treble" means high, so the G clef is 
also called the treble clef. 





\ 



The G circles around 



Usually XTclef notes^re played 

with the right hand, but 
not always! (The left hand can 
playjTjg h note s,Joo!f — 




^ 




Line 2, which means that a 
note placed there will be 
played on a special key on 
the keyboard ... 



Illllilllliilllliliilillllillllil 



...thisG, 
the G above 
Middle C. 



Use a sheet of manuscript paper and draw several lines of G clefs. 





Add the G .. 
Now you're 
done! 



li 



\-j 
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g clef reading 




Before you play this piece, answer these questions: 

1 ) On what note are you going to start? 

2) What finger are you going to use to play that note? 

3) Which hand are you probably going to use? (circle your answer) Left 

4) Are you going to play loud or soft? (circle your answer) Loud Soft 



Right 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


starting on 

the right 

note 


Level In- 
correct 
notes 


Level 2+ 
correct 
rhythm 


Level 3+ 

correct 

dynamics 


Level 4+ 
repeating 
correctly 


3 times 

correctly in 

a row 




1.G, re - 


peat 


then 


step 


up 


high 


and 


2. Now we 


play 


a 


sec - 


ond 


time 


and 




then re - turn to G, 

find - ing it so ea 



Gee! 
sy! 
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g clef reading II 



« 



Before you play this piece, answer tiiese questions: 

1 ) On what note are you going to start? 

2) What finger are you going to use to play that note? 

3) Which hand are you probably going to use? (circle your answer) Left 

4) Are you going to play loud or soft? (circle your answer) Loud Soft 



Right 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


starting on 

the right 

note 


Level In- 
correct 
notes 


Level 2+ 

correct 

rhythm 


Level 3+ 

correct 

dynamics 


Level 4+ 
repeating 
correctly 


3 times 

correctly in 

a row 




p 

I.N0W we 
2. Read- ing 



try 
mu 



a 
sic 



diff - 'rent fing - er 
is so ea - sy, 



gJ J - o - 



to 
now 



be 
we 



gin. 
end. 
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oyer the "leger'^ 



Musicians add extra lines to tine staff 
when they run out of lines and 
spaces. The code for these special, 
extra lines is leger lines (sometimes 
spelled ledger). Leger lines are only 
used when they are needed. 




^ 



" o o = 

(Middle uses a^^^^ 
leger line. ) 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


starting on 

the right 

note 


Level In- 
correct 
notes 


Level 2+ 
correct 
rhythm 


Level 3+ 

correct 

dynamics 


Level 4+ 
repeating 
correctly 


3 times 

correctly in 

a row 




^ 



/ 






1 .start 


on 


G, 


2.Fin - 


gers 


curved, 




nnov - ing down to 
keep it stea - dy, 



C. 
please. 
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the f clef tm 




Just as there is a code symbol for the high notes on the l<eyboard, there is a special 
code symbol for the low notes, too. 




This code symbol is an F clef. It gets that name because it 
came from the letter F. If you look carefully, you'll see that it 
even looks like a fancy letter F. That F locates a certain F on 
the keyboard: the F right below middle C. When you see a 
note on the line that's marked with the F clef (it's line 4), 
you'll play the F below middle C. The F clef is used to name 
notes below middle C, in the middle to low part of the 
keyboard. The word "bass" (pronounced with a long a) 
means low, so the F clef is also called the bass clef. 




The F is found on 



m 



O Line 4, which means that a note placed 
^^^ there will be played on a special key on 
~ the keyboard ... 



I 







this F, 



the one below Middle C 



UsualtyTdef notesareiJtayed 

with the left hand, but 
not always! (The right hand cari 
— ^jlay^l ow note s^ too!) 



Use a sheet of manuscript paper and draw several lines of F clefs. 



Draw a 
dot on 
line 4... 



Curl 
around 
from top to 
bottom ... 



^ 



Add dots in g^* 
tiie top 2 y* 

spaces ... 
Now you're done! 
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fclef reading 



Before you play this piece, answer tiiese questions: 

1 ) On what note are you going to start? 

2) What finger are you going to use to play that note? 

3) Which hand are you probably going to use? (circle your answer) Left 

4) Are you going to play loud or soft? (circle your answer) Loud Soft 



Right 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


starting on 

the right 

note 


Level In- 
correct 
notes 


Level 2+ 
correct 
rhythm 


Level 3+ 

correct 

dynamics 


Level 4+ 
repeating 
correctly 


3 times 

correctly in 

a row 



^ 



/ 



1.F clef, left hand 
2.AII five fin - gers 



sure is fun! 
play - ing fine, 



^ 



Play a - gain and 
count out loud in 



then you're done! 
per - feet time! 
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fclef reading II 



« 



Before you play this piece, answer tiiese questions: 

1 ) On what note are you going to start? 

2) What finger are you going to use to play that note? 

3) Which hand are you probably going to use? (circle your answer) Left 

4) Are you going to play loud or soft? (circle your answer) Loud Soft 



Right 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


5 times 


5 times 
correctly 


3 times 

correctly in 

a row 


5 times 

correctly in 

a row 


7 times 

correctly in 

a row 


10 times 

correctly in 

a row 



^ 



p 

1.F, now step up, 
2. Keep it gen - tie, 



F, now step down, 
keep it stea - dy. 



^ 



then re - turn to 
D C D E 



F. 
F. 
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skips and thirds 



Skips move on the staff by going from a 
line to tine very next line or from a space 
to the very next space, up or down: 



On the keyboard, skips jump over a white key, either up or down. They also skip a 
letter in the musical alphabet. The code word for a "skip" is thiird. 




1 



Level Progress Chart 

il 2 3 4 5 el 



^y- r r r r 



Skip - ping down and 

2 4 



skip - ping back. 



^ 



p 

Thirds are just like 



that! 
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f clef etude 




An etude (rhymes with "hey, dude!") is a piece of music written for students. Etudes 
are written to help students play and read music better. This etude was written to 
help students read seconds and thirds with the left hand. 



Before you play this piece, answer these questions: 

1 ) On what note are you going to start? 

2) What finger are you going to use to play that note? 

3) Which hand are you probably going to use? (circle your answer) Left 

4) Are you going to play loud or soft? (circle your answer) Loud Soft 



Right 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


5 times 


5 times 
correctly 


3 times 

correctly in 

a row 


5 times 

correctly in 

a row 


7 times 

correctly in 

a row 


10 times 

correctly in 

a row 



^ 



p 



^r^ 



2 
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what timing! 



Most written music lias some code numbers at tine very beginning tiiat siiow iiow to 
count the rhythm. These numbers are called the time signature. 



4 
4 



This time signature means that there will be four quarter notes in each 
measure, or a mixture of notes that will add up to four beats. 



-o- 



2 + 1+1 (=4) 4 (=4) 1 + 1+1+1 (=4) 2 

The time signature is made up of two code numbers. 



(=4) 



The top code number tells you how high to count in each measure, and the bottom 
code number stands for the type of note (quarter, half or something else) that is used 
to count the beat. A time signature of | means there are four beats per measure and 
the quarter note is the type of note that gets one beat. 

There are two ways to count the rhythms. The first way is unit counting, where each 
note is counted for its length. The second way is meter counting, where each note 
is counted by its place in the measure: 



4 



-o- 



unit: 1 


1 


1 


1 


1 - 2 


1 - 2 


1 - 2 


1 


1 


1-2-3-4 


meter: 1 


2 


3 


4 


1 - 2 


3 - 4 


1 - 2 


3 


4 


1-2-3-4 



Most professional musicians use meter counting, so it would be a good idea to use 
meter counting whenever possible. If you want to practice, go back and play a few of 
the previous pieces in this book. This time, however, count out loud using meter 
counting instead of unit counting. 



®2003 James Legrand King III. This page is part of "Learning The Code." See the front cover for copying conditions. 



43 



FunSheet m 




4 
4 



The "code" numbers at the start of a piece are called the . 
The top number tells you 



The bottom number stands for 



Write out the counts for this rhythm. First, use 1 for a quarter note, 1 -2 for a half note 
and 1 -2-3-4 for a whole note. Then below that, write in 1 -2-3-4 under each measure 
of counts. 



f 



2 1 1 



-o- 



1-234 



1 . On the line below, draw a whole note at the beginning of each measure. 



4 



4 



2. Now add a stem to the whole notes and make them half notes. Add another half 
note to each measure so that the beats add up to four. 

3. Now fill in the half notes and make them quarter notes. Add enough quarter notes 
to each measure so that the beats add up to four. 
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count to four 




Before you play this piece, answer tiiese questions: 

1 ) On what note are you going to start? 

2) What finger are you going to use to play that note? 

3) Which hand are you probably going to use? (circle your answer) Left Right 

4) Are you going to play loud or soft? (circle your answer) Loud Soft 

5) How high will you count in each measure? (circle your answer) 12 3 4 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


5 times 


5 times 
correctly 


3 times 

correctly in 

a row 


5 times 

correctly in 

a row 


7 times 

correctly in 

a row 


10 times 

correctly in 

a row 




/ 

12 3 4 



12 3 4 



3 

I • 

- 



1 2 



3 4 
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ain't it grand? 



The grand staff is created by joining tine G clef staff and F clef staff with a barline and 
a brace: 





The right hand plays the top staff of the grand staff, and the left hand plays the 
bottom staff. 




Sometimes both hands heerf to 

play low. In this case, both the top 

an4 bottom staves haye^FxIefs: 

Sometimes both hands need to 

play high. In this case, both the top 

and bottom staves have G clefs: 




Middle is in the middle of the grand staff, using only one leger 
line. In the secret code of music, Middle C is where the high and 
low notes split from each other on the grand staff. 




Draw a 
braci^et ... 



Add a line ... 



Add the clefs and 
time signature ... 
Now you're done! 



Draw some grand staffs on a sheet of manuscript paper. 
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grand reading •» 



Before you play this piece, answer tiiese questions: 

1 ) Whicii liand will you start with? (circle one) Left Right 

2) On what note are you going to start? with finger #_ 



3) When the other hand comes in, which note will you play? with finger # _ 

4) Are you going to play loud or soft? (circle your answer) Loud Soft 

5) How high will you count in each measure? (circle your answer) 1 2 3 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


5 times 


5 times 
correctly 


3 times 

correctly in 

a row 


5 times 

correctly in 

a row 


7 times 

correctly in 

a row 


10 times 

correctly in 

a row 



1^4 1 1 1 


1 






(Pd A ^ m 








JMp± ^ ^ J 

G, step down to 


c. 


F, step up to 


c. 


tv 4 




P f 




-M 









(5 












1 












y 














^ 
















r^ 








^ 








y^y 






^ 


• - 






^ 


Jew play lots of 


thirds. 


Rig^ 


It hand ends this 


verse! 


4^' 




^ ,^ 


^ 








/• 






^ 










/ 
















-^ 
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count to three -m 



Time signatures are tine code numbers musicians use so tiiey know iiow iiigii to 
count. A time signature of | means tliat a musician would count out loud like this: 



i 



3 4 



-o- 



3 - 4 



3 4 



1-2-3-4 



3 
4 



When musicians see this time signature, they know that they must count to 
three in each measure. This time signature means that there are three quarter 
notes in each measure, or a mixture of notes that add up to three beats. 



Before you clap the next example, take a look at the last measure. It contains some 
special code. There's a half note, but there's also a dot next to the half note. Adding 
a dot makes a half note a dotted half note. A dotted half note gets three beats or 
pulses or clicks. 



tS^ 



2 - 3 



1 - 2 



In the next example, write in the counts below the notes. Then clap the rhythm while 
counting out loud. Then play the example on the keyboard using Middle C. 



ts^ 
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tres grande! 



Before you play this piece, answer these questions: 

1 ) Which hand will you start with? (circle one) Left Right 

2) On what note are you going to start? with finger #_ 




3) When the other hand comes in, which note will you play? with finger # _ 

4) Are you going to play loud or soft? (circle your answer) Loud Soft 

5) How high will you count in each measure? (circle your answer) 12 3 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


5 times 


5 times 
correctly 


3 times 

correctly in 

a row 


5 times 

correctly in 

a row 


7 times 

correctly in 

a row 


10 times 

correctly in 

a row 



rt 








-/MJ — — \ — 








(hi * 








1 2 3 


1 2 3 


1 2 3 


1 2 3 


6v a 








^^ 









li 






• 


1 2 3 


1 2 3 


1 2 3 

^ P m 


• 

1 2 3 

• 


-J— 

2 




W 


rJ* 
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'^tar^-ti ng on c « 

Before you play this piece, be sure your liands and fingers are on tine rigiit notes! 

Level Progress Chart 

4 11 2 3 4 l~6l 




P 

Twin-kle, twin-kle, 



lit - tie star, 



how I won-der 



s 



what you are! 




Up a - bove the 



world so high, 



like a dia-mond 



~7J 
in the sky. 



S 




Twin-kle, twin-kle. 



lit - tie star, 



how I won-der 



^ 



what you are! 
-G- 



1 1 
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FunSheetr 





Solve the clues to figure out the words you need to find in the word search. Turn the 
page upside down if you need a list of words to help you. 

Another name for the F clef. 

This note gets three beats. 

This sign tells you to play in the middle to lower part of the piano. 

This sign tells you to play in the middle to high part of the piano. 

When the G clef and F clef are combined together with a barline and brace, they make the . 

Musicians add when they run out of lines and spaces on the staff. 

When you count 4 quarter notes as 1 , 2, 3, 4. 

The distance from a line to the very next space, or from a space to the very next line. Also known as a step. 

The distance from a line to the very next line, or from a space to the very next space. Also known as a skip. 

These two numbers tell you how high to count in a piece of music. 

Another name for the G clef. 

When you count 4 quarter notes as 1 , 1 , 1 , 1 . 
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second 
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ceremonial march 



This piece is filled with seconds and thirds. On the second page, watch carefully for 
the measures where both hands will play together. Practice these measures especially 
slowly hands seperately, then put the hands together. 




Majestically 
2 



Level 1 


Level 2 


Level 3 


Level 4 


Level 5 


Level 6 


5 times 


5 times 
correctly 


3 times 

correctly in 

a row 


5 times 

correctly in 

a row 


7 times 

correctly in 

a row 


10 times 

correctly in 

a row 



/ 



m 



t 



m 




p 



S 



/ 
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Ceremonial March, p.2 



lij J J 
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slow down for 


a dramatic 


ending! 

p. 
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/ 

















Congratulations on finisiiing book 1 of Learning Tine Code. Write tine date wiien you 
finisiied tiiis bool< as a record of your progress. You've learned quite a lot about the 
"secret code" of music, but there's much more of the music code to learn in your next 
book! 



Date Teacher's Signature 
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manuscript paper 

Use this paper to practice drawing music signs and notes, or to create your own 
songs! 
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manuscript paper 

Use this paper to practice drawing music signs and notes, or to create your own 
songs! 
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Visit the Learning The Code store at 
http i/AAAww.caf eshops.com/ltc 



Contact the editor at jking@learningthecode.com 

for information regarding supporting and 

contributing to the further development of this 

piano method series. 






About the editor: 

James L. King III is the executive director of the North Miami Conservatory of 
Music, and maintains a piano studio of 35 students. He has taught piano since 
1993. He earned a bachelor's degree in music theory from Furman University, 
and a master's degree in music composition from the University of South 
Carolina. He is an active freelance music editor for major music publishers. 




About this edition: 

This edition of Learning The Code was produced on a G3-accelerated Apple 
Power Macintosh 6100/60 using Finale 2000c, PageMaker 6.5, PhotoMaker, 
GraphicConverter, and Adobe Acrobat 4.0. The source material is available in 
HTML format at http://www.learningthecode.com/source.html 
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